Fire & Maneuver 


Relive History, or Rewrite it! 
Fight the battles of Ancient Rome, rewrite the story in the fields of 
Waterloo, march with the Lee’s men in the Civil War, or conquer the 
Russian citadel in World War Two (or even the far future!) 
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The Battle of Gettysburg in 28m 


Basic 
Edition 


This edition is meant to be used with period and battle-specific expansion packs or to be 
modified as you see fit. You can post and use user created rules to our (currently under 


construction) website, www.Battlebook.com. 
Rest assured, you can still play the game using only the rules here. 
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Fire and Maneuver is a simple game system that has been designed with the phrase ‘Do it 
yourself in mind. This game is extensively modifiable, and can be adapted for use with any 
period of army that you have at hand. You could very well have a battle between a time-warped 
Marine Expeditionary Unit and Augustus’ Roman Legionaries. 


The rules presented in this edition contain some more advanced rules. If you’re looking for a 
more realistic fight, you'll want to try them out. Of course, all of these rules are optional, 
although we highly recommend that you give them a go. All optional rules in this guide are 
colored blue. Rest assured, they aren’t that complex, and contribute quite a bit to making a 
more enjoyable and realistic game. 


In addition, this game can be played with models of almost any scale. The game is designed for 
use with miniatures from the 1:72 to 1:48 (25-36mm) scales. However, Fire and Maneuver is 
customizable enough to go as small as 6mm to as large as 54mm. Even then, models of different 
scales may be utilized through Forced Perspective. 


Forced Perspective is used for objects farther away from the immediate battle on the ground, 
such as aircraft, ships, or artillery. By representing these in a different scale, this prevents the 
main battlefield from becoming clustered with support units while still adequately representing 
them. 


—= “a — — 


A pair of 1:100 scale fighters engages four 1:144 bombers with 1/48 infantry below 


Fire and Maneuver by J.G.Randall is licensed under a 
Creative Commons Attribution-NonCommercial-NoDerivs 3.0 Unported License. 


VOSS 


1 


Getting Started 


Before you begin, you will need a commander’s kit. This is all you need for battle, sans models. 


The contents are labeled: 


1. Red and Green chips, at least 50 of each 
2. 15 Yellow chips 

3. 15 Blue chips 

4. 


Dice — Have at least 30 six-sided dice and 1 scatter die per player. The larger red and 

white dice are for Initiative and Morale and can be substituted with your normal dice. 

5. Casualty markers — In this kit, small rings usually sold to make jewelry have been used 

6. Charge and Retreat markers —You can make your own using popsicle sticks or purchase 
a premade set. 

7. 7 coins — Any coins will do, but make sure you have exactly seven. 


The chips used are 1”x1” colored tiles, which can be made out of cardboard or found in 
educational supply stores. 


Note that you will also need a tape measure for each person (not shown) 


Army Organization 

Every game of Fire and Maneuver will consist of combat between two or more battle 
groups, each led by a single commander. Each group contains a number of combat 

units — infantry squadrons, crew-served weapon systems, or vehicles of some sort if the 
period allows for it. The size of your combat units will vary from period to period as 

from battle to battle. Each combat group must also include a commanding officer or unit. 
The officer should either be represented as an independent model or with his aides. In 
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the game, the officer has no impact on battle unless you choose to play with advanced 
rules. 


Your forces may be based as you wish, although we recommend basing several models of 
the same unit on rectangular stands and using several stands to form a combat unit. For 
any pre-Revolutionary War models, we recommend using up to four models per stand. 
However, from the Revolutionary War and onwards (late 1700s-modern), miniatures 
should be based two to a stand. Vehicles do not need to be based. 


Two Confederate battle groups march down a field. Note the officers on horseback. 


Pre-Game 
Before the game begins, ensure that each side’s forces and the tabletop have been properly set 
up. Make sure that both players agree upon the scenario rules, such as which terrain pieces 
provide cover, the game’s objectives, etc. As the game has a historical basis, you are free to 
model your setup without restrictions. 
Limited Logistics 
Before each game, each side receives a number of red and green chips, scaled to the size 
of the battle (around 20-30 of each color). These chips represent your ammunition and 
energy (food or fuel), respectively. It is important to keep track of your chip supply and 
replenish them often with your command currency, as without a chip, an order cannot 
take place. Place spent chips in a collective ‘chip bank’ such as a small box. Any 
additional chips requisitioned by a commander will come from the box. 
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Turn Order 
Each game turn will go in this order: 
1. Both players roll for initiative and the winner rolls for command currency 
2. Player One issues his/her orders 
3. Player One’s orders are executed 
4. Player Two goes through steps two and three 
Note that if either side has retreating units; move them after their respective side has completed 
placing orders. 


Initiative 
At the beginning of each turn, both players must roll for initiative. Each player rolls two dice, 
with the higher roller winning. The winner then rolls a third die to determine the amount of 
command coins that he or she receives, while the loser only receives a single coin. The winner of 
the initiative roll also goes first that turn. Ignore any modifier that would affect the roll of a two 
or a twelve. 
Battlefield Advantages 
Your opponent can quickly gain the upper hand on you by destroying a large number of 
your units. For each shaken unit, your opponent will receive a bonus of one to their 
initiative roll and two for destroyed or routed units. Of course, the same bonus applies 
when you destroy your foe’s forces as well. We recommend that you track the advantage 
through a repurposed cribbage board or pen and paper. 


Command Coins 

The coins in your kit represent command currency. The currency allows the ordering of 

reinforcements and supplies to the battlefield, units to perform additional actions or abilities, 

and the rallying of retreating or shaken units. Your coins do not carry over each turn, you must 

use them when you get them. 
Usage — These are some of the basic uses of coinage. Other sections of this guide will 
further explain these events. Unless otherwise mentioned, a single unit may only have 
one command coin applied to it each turn. You can use coins to: 

Assign an additional order to a unit, giving it two actions 

Call in a single tray of reinforcements 

Rally a shaken unit 

Stop a retreating unit (this converts their status to shaken) 

Order a unit to charge 

Requisition fire support (mortars, naval bombardment, etc) 

Requisition supplies from the chip bank — You may select up to 20 chips of any 

color, but the amount of each color chip selected must be divisible by five (eg, five 

green chips and fifteen red). Requisitioned supplies may be used in the next turn. 


Issuing Orders 


Each unit may perform a single action per turn. Actions included firing, moving, charging into 
close combat, and any other special abilities that they may have. Using a command coin will 
allow you to give a single unit two orders, such as to move and fire or double fire. Remember to 
finish issuing all of your orders and command coins before moving to execute them. If you 
forgot something, you cannot go back! 
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Movement: Place a green chip in front of the unit 

Firing: Place a red chip in front of the unit and declare their target 

Firing Indirect Artillery: Place a red chip and command coin in front of the unit, 
then declare their target and spotter 

Charge: Place a charge marker and a coin in front of the unit and declare their target 
Other Actions: Place a blue chip next to the unit and remove it on your next turn 
Double Actions: Issue a command coin, and two red or green chips or a red and green 
chip to a unit 


Executing Orders 

Remember to execute orders only after you have completed issuing your orders and allocating 
command coins. If you forgot something, you cannot go back! Try to fire first and then move 
unless absolutely necessary, as the game is name Fire and Maneuver, after all. Once you execute 
a unit’s orders, discard the chips to a separate bank. Do not return those chips to your inventory. 


Movement: Each unit has its own movement rate and moves forward at full speed or 
backwards at a halved rate. Note that area terrain, such as a forest or crater may halve 
the speed of a unit moving through it. Your unit may also turn up to 45°. Any turn 
greater than 45° costs a green chip and does not allow the unit to move any further. 
Note that you may turn a unit 45° even if it does not have a green chip assigned to it. In 
addition, a green chip is required to change the formation of an infantry unit. 


An officer is free to move anywhere on the board without an order being given (as he’s 
the one ordering people around), but must stay by his troops. If any units under his 
command are more than 36” away, they have a chance of being unable to receive their 
commander’s orders. If out of the commander’s range, they must roll two dice for every 
order they receive. If the result is less than seven, they do not receive their order and do 
nothing that turn. An officer may move up to 20” per turn. This move must keep him 
behind his own troops and costs no resources. Note that other than this, an officer has 
no other duty in the game. 


Double Movement: This unit acts as though it performs two movement actions, such 
as moving twice or changing formation and then moving. 


Firing: Each unit’s weapons have several ranges: Long, Effective, and Close. Each range 
corresponds to a different roll required to hit. Use the range of the shortest distance less 
than or equal to the distance between your unit and their target. Consult the table to see 
what roll is required for each range. 


Each weapon has a Rate of Fire (RoF), which is the number of dice you roll for each 
instance of the weapon in the firing unit. 


Firing on Multiple Targets: If there is another enemy unit within 6” of your current 


target, you may choose to shift part of your fire to it at the cost of one of your shots. You 
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may continue to change targets, shooting down entire lines of your foe if you have a high 
enough RoF. 
Recovery Rolls: Once you have completed your rolls to hit, your opponent 
must make their recovery rolls. All infantry have a recovery roll of a six ona 
single die, which may change based on cover and the unit’s protective clothing (ie, 
armor). The target unit must equally allocate the hits to all members of the unit 
as well as any heavy guns that the unit may have (eg, heavy machine guns) that 
have a recovery roll of a 4+. To denote casualties on stands, place a single 
casualty marker on the affected model. Once all models on a stand have been 
incapacitated/slain/destroyed, you may remove it. 


You may also choose to keep stands of infantry in a unit, as a squad commander 
would simply order them to spread out and take up the same amount of space, 
only removing all of their stands when they are completely destroyed. 


Double Fire: Your unit’s RoF doubles. There are no other modifiers. 


Intervening Units: If there is a friendly unit within 3” of the firing unit that are caught 
between the firing unit and the target, they may be hit by the weapons fire. Rolls of a 1 to 
hit will be resolved against the friendly unit. Note that models in the same firing unit are 
not affected by this rule. 


Firing Indirect Artillery: When you declare the target, also declare a spotting unit. 
Any living unit on the table may spot, including the gunners themselves as long as the 
spotting unit is within 36” of the target. When firing, use the spotting unit to predict the 
distance to the target from their own position and draw a straight line between the two 
points with the spotted distance. Then measure the distance from the spotted location to 
the artillery piece. If still in range, roll a scatter die and a D6. If on target, everyone 
within the gun’s specified blast is hit. However, if an arrow is shown, move the blast in 
that direction as many inches as rolled on the die. 


Firing and Moving: Decide if you want to fire or move first. The first action may be 
performed as normal. However, halve the movement or RoF of the second action, 
rounding up (eg, 7” becomes 4” and RoF 3 becomes RoF 2). 


Cover: Units behind cover will receive a bonus to their recovery roll that is 
predetermined before the game begins. 


Targets can be concealed by being behind tall area terrain like a treeline. Spotters or any 
other weapon may not target them until they fire with their own weapons. However, 
once they fire for the first time, enemy units may fire upon them as normal. Any unit 
that moves into such terrain without being seen by an enemy unit with clear line of sight 
within 36” can take advantage of the terrain as well. Any enemy unit within 6” of the 
terrain piece may also spot concealed units on a 4+. Doing this does not count as an 
action. 


Scout units (skirmishers, light infantry, etc.) have the possibility to detect a concealed 
unit. When the unit’s guns are in long range, roll a die. On a 4+, the unit has been 
spotted and may be fired upon. Doing this does not count as an action. 
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Charge: As charging is a more complex process, we decided to offer a list of what occurs 
during a charge. 

1. Declare that a unit is charging with a command coin and marker. The unit must 
be within movement range of their target. 

2. The target unit must pass a morale test and will automatically retreat upon 
failure. If they pass, they will stand firm. 

3. The target unit will return fire with its ranged weapons if they passed their 
morale test. They are considered to be at close range (even if there is no close 
range stat for them). The charging unit must also pass a morale test if enough 
casualties are sustained and will retreat upon failure. 

For steps two and three, if the charging/target unit retreats, the other unit may 
choose to pursue by rolling two dice and comparing it to their opponent’s 
retreating distance. If the pursuer’s roll is higher than the fleeing unit is 
destroyed. 

4. The charging unit contacts their target, and both units will receive one attack for 
every model still alive. During the first phase, all attacks hit on a 3+, the second 
hits on a 4+, and subsequent turns will hit on a 5+. No recovery rolls may be 
made in close combat. Each turn, both sides must pass a morale test or 
automatically retreat. There is one phase of combat during each player’s actions. 
If your unit does not retreat and your opponent’s does, roll off using two dice. 
Your opponent’s entire unit is destroyed if your roll is higher. If not, they may 
retreat as normal. 


Other Actions: The scenario or period rules will explain what occurs. For the duration 

of the turn, the unit may make no other actions. 
Morale 
If a unit is at 2/3 of its original fighting force, has had more than two units within 6” become 
destroyed, or have a retreating unit retreat to within 6”, they must check their morale. The unit 
will pass on a roll of seven or greater on two dice, subtracting one from their roll for each stand 
below 2/3 strength that they are at the time. A roll of a twelve will automatically pass and the 
unit becomes fanatical and is no longer required to take morale checks. The first time a unit 
fails this test, they become shaken. Place a yellow chip next to them, and they fire at half of their 
current RoF (rounding up) and may only fall back. If this unit fails morale again, they will begin 
to retreat. Roll two dice after you have finished assigning orders and move them back towards 
your deployment zone that many inches in a disorganized and chaotic fashion. To rally a shaken 
unit or halt a retreating one (turning it into a shaken unit), you must issue a command coin to 
the unit. To immediately turn around a routed unit, place two command coins next to the unit. 
They may not take any orders until the next turn. 


Reconstituting Forces 

Any two of the same unit within 3” of each other and having sustained more than 50% casualties 
may choose to reconstitute during that turn and reform into a single unit. Place a blue chip next 
to the units; they may make no actions that turn. On the following turn, the blue chip is 
removed and the newly reformed unit behaves as normal. 


This also works with crew-mounted weapons whose crews have taken casualties or have been 
completely slaughtered, such as Pak 40s and ballistae. In this case, confer casualties to the unit 
replacing the incapacitated. Note that the weapon must be intact to be re-manned. 
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Off-Table Reinforcements 

Off table reinforcements must be organized into companies, platoons, or battalions. It is 
recommended that each section of reinforcements is separated on various trays. A command 
coin is used to order in each tray of reinforcements, along with a green chip for every unit on the 
tray. Reinforcements must be deployed at the player’s table edge and once deployed, may not 
perform any actions until the next turn. As long as a player has the coins, forces, and chips, they 
may call in as many reinforcements as they wish in a single turn. 
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A Russian counterattack hits the German lines at Kursk 
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A German fighter strafes an American supply column in the Ardennes 
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Unit Sizes and Creation 
Because Fire and Maneuver encompasses all periods and various sizes of battle, the size of 
combat units will vary. In a skirmish, a single cannon may be used but in larger games, that 
single cannon will be replaced by an entire battery. Units can be simple or complex, with elites, 
armor, and other bonuses. 
Ranged Weapons and Exponential Scaling 
In the game, exponential scale is used to portray ranges. This means that instead of a 
fixed scale in which 100-yards would be limited to four inches, this game would scale it 
as the square root of 100, or 10”. Below is a sample weapons table showing this 
mechanic in action. Note that any weapon that has a fraction x/y for its RoF means that 
it fires x number of times for every y crewmen. The RoF will scale based on the number 
of crew members assigned to the weapon. 


Weapon RoF | Long Effective Close 
Stone/Spear/Javelin 1 8” - - 
Sling 1 12” - - 
Longbow/Crossbow 1 16” 12” 4” 
Musket 1 12” 9” 3” 
Bolt-action Rifle 1 24” 18” 6” 
Rifle (magazine fed)/SMG 2 24” 18” 6” 
Light MG 3 24” 18” 6” 
Heavy MG 2/1 30” 24” 6” 
Ballista/Catapult 1/4 24” 18” - 
Light Cannon 1/3 36” 27” 9” 
Medium Cannon 1/4 40” 30” 10” 
Heavy Cannon 1/6 48” 42” 12” 
Light Mortar 1/2 36” Ind. fire, min. range 6” 
Medium Mortar 1/3 48” Ind. fire, min. range 12” 
Heavy Mortar 1/4 60” Ind. fire, min. range 24” 
20mm 3/2 32” 24” 6” 
50mm 2/3 36” 28” 9” 
75mm 2/4 48” 36” 12” 
88mm 2/6 60” 45” 15” 
Unit Type Open Line Column Road 
Order 
Light Infantry 12” - - 14” 
Infantry 8” 6” 8” 10” 
Heavy Infantry - 4” 6” 8” 
Cavalry 14” 8” 12” 16” 
Chariot 12” T° 10” 14” 
Elephant 8” - - 1 
Artillery (not towed) - 3” 8” 10” 
Light Vehicles 12” - - 14” 
Armor 8” - - 10” 
Aircraft Balloon Slow Medium Fast 
Aircraft must move every turn 24” 36” 54” 72” 
Naval Oar Sail Motorized Fast 
4” 6” 8” 12” 


Fire and Maneuver by J.G.Randall is licensed under a 
Creative Commons Attribution-NonCommercial-NoDerivs 3.0 Unported License. 


9. 


Twelve Tips for a Good Game 


Less is More: Just because you have a massive collection, doesn’t mean 
that you should use all of it for one game. Half the game is maneuvering, 
and having a parking lot of forces is going to make that difficult. 


. Always Have a Reserve: Remember to keep some of your forces in 


reserve. No one likes a cluttered table. 


. Higher Rolls are Better: This game is standardized, a roll of a six will 


always pass while a roll of a one will always fail; no need to remember 
whether it’s better to roll high or low. 


. There Must be a Chain of Command: Try to organize your men into 


their own battle groups and establish a hierarchy for any team games 
played. 


. Logistics are for Professionals: And tactics are for amateurs. 


Remember to keep your men well-supplied. 


. Read the Language of the Table: Using markers to tell you what’s 


going on is always more fun than consulting charts and tables half the 
game. 


. Have a Clean Table: Avoid placing charts, food and drink on the 


battlefield — It adds injury to the visuals. 


. No Differences Without Distinction: Don’t argue about small matters. 


At the end of the day, it’s just a game. 


No Fighting in the War Room: If there’s a dispute, roll off to settle it. 


10.No Crying: Losing is part of the hobby — deal with it! 


11. Life isn’t Fair: So why should the battle? If case you haven’t noticed, we 


don’t use points or restrict point size. Take pride in facing a challenge, and 
fight valiantly when outnumbered. 


12. Tell a Good Story: A well thought out and well written scenario is the 


key to a balanced and fun game. 
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